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 What is augmented 
reality  
(AR) 
Augmented reality = Real world + Virtual 
elements  
An Emerging 
Technologies that is 
supporting education   
Ø  Consists of overlapping objects 
o r c o m p u t e r - g e n e r a t e d 
animations on a real-time 
image that a webcam collects.
Ø  It allows to incorporate virtual 
data (text, hyperlinks, audio, 
video, multimedia, etc ...) from 
a real world object.
A marker (book or brochure) is 
focused by a camera of a PC or 
mobile device, the software takes 
the real data and transforms it into 
augmented reality through 3D 
images, video, audio, etc.
BACKGROUND  
 ARBook:
It is a book that uses AR 
technology and supports to the 
process of teaching-learning in 
the areas of Mathematics, 
Natural and Social Sciences.
EstARteco
It is a free game with AR in 
which the student has to 
balance ecological health and 
environmental factors
BACKGROUND  
 ARLOON SOLAR SYSTEM
Allows to learn about the different 
celestial bodies of the planetary 
s y s t e m a n d h o w t h e y a r e 
composed, with a description of the 
different planets and a visualization 
in 3d of each one
ABC MUSIC
Offers a context of everything that 
surrounds the music, presenting us 
various instruments and  games 
with questions and answers to test 
ourselves
Ø Centered in the transmission and memorization of 
knowledge
Ø The evaluation is done through notes, exams and 
scores
Ø  The exams and tests are carried out by 
memorizing the students
Ø The format of the tests tend to be a factor of 
demotivation, desertion and frustration
Ø  It’s a rigid system not very dynamic, teacher-
centered education
Ø This model habituates the student to the passivity.
Ø Students demonstrates disinterest, apathy and 
demotivation
Imagination    
Ø Each student is the protagonist and center of the 
teaching-learning process
Ø Encourage collaborative work
Ø Promotes the students active participation in the 
learning process and the construction of their own 
knowledge 
Ø Greater communication between teachers and 
students
Ø  Development of searching abi l i t ies and 
information selection
Ø The teacher is a guide for students
Ø The teacher encourages the use of resources and 
tools to explore and develop new knowledge and 
skills
Information and communication 
technology (ICT) 
650 digital tablets were donated by 
this program to this educational 
institution to facilitate the use of 
new pedagogical strategies, to 
dynamize the teaching-learning 
processes and to look at the topics 
in an amusing way
TO ACHIEVE THIS 
PURPOSE 
+   
Phase 1
•  Plannig
Phase 2
•  Design
Phase 3
•  Codification
Phase 4
•  Testing
   
•  Define requirements through user stories
•  Develop a schedule with a number of iterations based on the 
management of the Scrum Framework.
  
•  Determine hardware and software tools
•  Design user interface templates
•  Design the markers that will be used to visualize the kingdoms of 
nature.
•  Develop user stories
•  Build a prototype

Demostration of ReinarAPP 
Conclusions and future 
work u  ICTs are  very imp rtant tool for education, supporting the process 
of teaching and learning of students 
u  AR is a technology that motivates and encourages students, since 
objects seem to come to life allowing interaction and visualization 
from different angles 
u  The tests showed the potential of the app to attract the attention of 
students and obtainment the knowledge in a fun way through the 
use of a mobile device 
u  The development of this app creates new possibilities to use this 
type of tools in other areas of knowledge such as mathematics, 
social sciences and others 
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